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THERE  ARE  WORLDS  BEYOND  OUR  OWN. .  .THE  WORLDS  OF 


ASTRAGAL  THE  3-HEADED 
DEMON  HADN'T  COMMITTED  A 
SERIES  OF  BESTIAL  MURDERS, 
AND  SET  RICK  FORTUNE  UP  TO 
TAKE  THE  RAP  

ELFRIC  THE  DEV-EL  HADN'T 
ASSEMBLED  A  VICIOUS  CREW  IN 
THE  CELTIC  OTHERWORLD,  AND 
HUNTED  SLAINE  DOWN  LIKE  A 
WILD  ANIMAL..... 


Their  worlds  -  their  lives  -  would  have  been 
different.  There  is  only  one  key  to  those 
alternative  realities.  YOU  hold  that  key.. .THE 
DICE.  For  they  control  the  worlds  of  IF... the 
savage,  phantom  worlds  of...   


So  that's  what  you've  got  in  this  issue... two  games  instead  of  three, 
each  one  brought  to  life  in  thirty  or  so  pages  of  brilliant  artworl<,  and  each 
one  guaranteed  to  be  the  most  testing  DICEMAN  game  you've  ever 
played.  Issue  5,  which  comes  on  sale  in  October,  will  revert  to  the 
3-story  format  to  allow  us  room  for  an  experiment,  but  even  then  we'll 
keep  one  of  the  games  at  this  extra,  more  demanding  length.  The 
experiment?  A  new  kind  of  game  altogether,  in  which  YOU  are  a  Very 
Important  Politician  -  but  since  the  incumbent  actually  exists,  and  is  still 
in  office,  we'll  drop  the  subject  for  the  time  being  and  leave  you  to  enjoy 
the  simple  lives  of  mobsters  and  monsters...  _^ 


DtCEWORCD 
. .  .  IT'S 

oeAD 


NO 
BRAINS  OR. 
BATTeR/eS 
R€<kUlRED. 


HOW  TO  PLAY  THE  DICEMAN 


The  only  essential  weapon  you'll  need  is  a  pair  of  sacred  ivories . .  .a  brace  of  the 
blessed  bones  themselves  -  2  SIX-SIDED  DICE. 

You'll  also  need  some  scraps  of  paper,  a  pen  and  a  rubber.  These  will  be 
used  to  create  SCORE  SHEETS  for  each  of  the  games  you're  about  to  play.  A 
score  sheet  is  a  record  of  your  progress  through  the  story:  if  you  are  told  to  add 
to,  or  subtract  from,  your  score -then  that's  where  you'll  make  a  note  of  it. 
Specific  rules  are  given  at  the  start  of  each  story,  but  there  is  one  important  rule 
to  remember  throughout. . . 

A  fantasy  gaming  comic  strip  is  unlike  any  other  strip  you've  read  before.  Here, 
every  picture  has  a  NUMBER -and  if  you  are  instructed  to  turn  to  a  picture 
number,  you  do  so. . .  even  if  that  number  is  several  pages  away.  DO  NOT  try  to 
read  a  story  IN  sequence  if  you've  been  told  to  go  to  a  new 
picture  number  OUT  OF  sequence  -  it  won't  make  sense.  To  help  you  through 
your  ordeal,  numbers  are  printed  at  the  top  of  the  page  to  tell  you  which 
pictures  are  to  be  found  below. 
Now  YOU  are  ready  to  roll! 
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REASON  TO  B(  QIPUS^EV 

mosicmiDJHm 


iPOtlCE 


arisfl  CITY  IN  THE  omnsof  m 
PEPREWfON  -  WHERE  PEOPLf  NAVE 
FORGOTFEN  HOW  IQ  SNIIU  AND  HAVEN'T 
HM  f\  NICE  m  mCl  THE  WflU  STREET 

cmn. 

fl  cirv  WHERE  mvRi  fi.mw  to 

lim  THEJRHOMEi'WflMflNIflC 

muR     cm  m'Bt AST  Of 

THE  BRONX'  SUm  THE  ^TREET^. 

A  mmmosifmcmis 

S\Cm  EVEN  THE  POLICE.  .  • 


YOU  Mi  m  mnm  kilier. 


you  m  RICK  fonruNE- 

imESTIGmROFSmHGi 

pimrcmEP  Ef\m. 

m  GOHjROLm  Dies  Of 
otsmr  ~  mo  AmiENT 

STOREHOUSES  Of  fiSTRAL 
POViER. 


VICE  TMATALJiRm  FUTURE. 


PiNDm'RE  RESPONSIBLE. 
m'RE  THE  REAL  MUROERER. 
THEmmCKiUER. 


/F  m  HAPH'T  fOUHO  THE  QtOE  Of  DESTINl 
ASTRAGAL  COULU  mER  HA\IE  SEEN  UNLEAStiEl? 
OHTO  THE  STREETS  Of  NEVJ  iORK. 


H£  LOOKS  UP  AT  WAHQ  LAUGHS  BEFORE 
UiSURELI  CROSSING  TO  THE  Wmw 
ANQ  LOPim  OFF  0\1ER  THE  ROOFTOPS. 


MAT  ARE 
YOU  GOING 
TO  DO? 


THE  THOUGHT  HAS 
PRim  m  TO  THE 

Em  ofimntTY. 


THEAJ  YOU  EmER 
mRAPARTMEHl 


AW  TAKE  A  STEP 
OVER  THE  EDGE. 


1 1 


THE  DICE  OF  DESTINY 

You  are  still  learning  the  secrets  of  the  Dice,  but  have  found  a  way  to  partly  control  their 
awesome  powers.  Below  is  a  summary  of  what  may  happen  when  you  roll  the  Dice. 

1.  THE  WEB 

Distorts  the  Web  of  time  and  Space.  Sometimes  creates  illusion  and  confusion.  Allows 
you  to  walk  through  shadows  unseen.  May  give  premonitions  of  danger.. .traps.  Affects 
enemies  -  makes  them  slow,  clumsy. 

2.  THE  KEY 

Sharpens  mental  powers  and  increases  personal  appeal.  Using  this  'Force'  you  have 
translated  ancient  documents,  cracked  codes  and  detected  traps.  You  are  able  to  in- 
fluence people  -  mak«  them  like  you. 

3.  ASTRAGAL 

Contacts  Astragal,  Guardian  of  the  Dice.  But  he  will  help  you  only  at  a  moment  of  great 
danger,  and  since  he  ran  amok  it  is  doubtful  if  you  can  summon  him  on  this  number. 

4.  THE  FIST 

Greatly  increases  your  strength  and  agility. 

5.  LIGHTNING. 

Sometimes  Astragal  will  appear  on  this  number.  Other  times,  creatures  even  more  vile. 
Since  he  ran  amok,  it  is  doubtful  if  you  can  summon  htm  on  this  number. 

6.  THE  BAT. 

You  have  been  unable  to  activate  this  strange  Force.  Roll  the  die  again. 


I  DICING  WITH  DEATH 

/r  is  now  time  for  you  to  unleash  the  powers  of  the  Dice  of  Destiny- 

Rolf  ONE  die  once  and  refer  to  the  summary  above  to  discover  the  Force  you  control  for 
tfte  v/hole  of  the  adventure.  If  you  would  prefer  another  Force  (especially  if  you  rolled  a  3 
or  a  5),  roll  the  second  die.  You  must  then  accept  the  second  Force  in- 
dicated- WHA  TEVER  IT  IS.  You  cannot  go  back  to  your  original  choice.  Only  if  you  get  a 
6  on  either  die  can  you  make  an  extra  roll. 

You  have  called  on  po  werful  forces  and  they  will  not  be  cheated  of  your  fate.  You  have 
'cast  your  lot '  and  must  accept  it.  Go  to  the  ftULES  page  opposite.  The  die  numbers  are 
now  referred  to  by  their  Forces  (e.g.  1  =  The  Web).      ,  , 


Make  a  copy  of  this  SCORE  SHEET  for  handy  reference. . . 

DICEMAN 
PHYSICALPOWER^^^^Hi  201 


You  are  now  ready  to  start 
"  your  adventure.  Be  lucky! 


BUT  FIRST...  WHAT  ARE  m  GOIMG 
TO  DO  ABOUT  THE  STIFF  ON  YOUR  FLOOR? 
WRITE  POWN  NOUR  PLAN  (E.G.  "MAKE 
A  m  FOR  IT'-;,  THEN  GO  TO  PICTURE  11. 


1-6 


m  SUP  powN 

INrorH£  ALLEY... 


^9  BUT  NOW  YOU  Hm  m  sound  Of 

■™  j/trw/irf  pomn. . .  the  poRrMi/NP 
TtiRom  ITS  f\Rme  sicRtTS,  YOU  om 

kT  iftST  COmm  THE  P/Cf  OfDlSUHi 


7-10 


%  ■ 


11-16 


IF  m  omo  TO. 


A)  mi  THE  POLICE. 

GO  TO  47. 
S)  Mm  A  RUN  FOR  ir 

GOTO  1. 
0)HlPEm80PYANP 
CUAHUPmBLOOP. 

60  ro 

GO  TO  23- 

IF  mOfCmSOMEfHIfiG 
BlSi  [OR  Mm  TWO 
OECISIOHS),  SEUCTOmOF 
THE  CHOICES  fi90V£. 


You'Rf  mjFL'^iNG  mnir 

lOUR  HEAD  Ofi  THE  KERB. 


$0  MY  OFFICERS 
CAN  CHECK  VOUR.. 
VOLiR^TORV... 
'PiCEArt/lN'... 
WHERE  PO  YOU 
THINK  Tm... 

GONE  ? 


PONT  GET  CUTE  WITH  ME, 

mmmi:  think  voo 

CAN  BEATAMURPERRAPBY 
PLEAPING  1N5ANITY,  HUH?  I  DON'T 
BUYIT-ANP  NEfTHER  WILL  THE 
vJUPGE! 


PHYSICAL  PAMASE- 2  PmrS. 
GO  TO  W. 


mUm  SUMS  UP 

fORfUNURl.. 

THE  PRISONER 
/WAINTAINEP  m 
INNOCENCE 
THROUGHOUT  THIS 
TRIAL.  BUT  HE 
EXPECTS  US  TO 
BELIEVE  THAT  A 
THREE-HEADED 
DEMON  IS 
RESPONfflBLE 
FORTHEMURPERJ; 


mmcTSium 

UNQERmRiO  MP  UfiRfi 
m  PEflPMAN  WflJ 
CmiU 'TRlGGiR' Umi  ~ 
HlTMHrnTHE  OUTCH 
meUR  SANG. 


THE  lammTm 
COSTS  m  $9  - 
0R$^  IF  you 

GOHTROLTHBm. 


i  T  IS  auisT  mm  mo  vow  are  mmi,. 

miL  THE  NURSE  ASTRAGAL  BRIHOS  YOU 
YOWR  IV^EALS. .  -  THE  END- 


23-28 


OmRV^lS^,  GO  to  46. 


^3  — J*t 


TO  sm  m  TO 

THE  HlCTRtC  CMfilR. 


S0(V\EB0PV'5 
GOING  TO  PflV! 


/F  YOU  mULP  LIKE  TO  HELP  Offim  MCSmmBY'S  TWICH  gV 

rtum  HIM  muT  ASTmAL,  go  to  15. 

OR  WfU  YOU  ^nC^C  TO  YOU/?  STORf  ?  GO  TO  ^fO. 


35-40 


AND  YOU  mST  COWSIPER  THE  OTHER  EVIDENCE 
AGAINST  HIM...  HIS  SL00D-5TAINEP  CLOTHES, 

HIDDEN  IN  HIS  OWN  BASEMENT...  UNKING  HIM.  NOT 

JUST  WITH  THIS  CRIME  -  BUT  WITH  THE 
PREVIOUS  MURPERS  AS  WEIL. 


i,^sooNir!Sm£  for 

WUR  TRIAL. 


if  m... 

TOLD  THE  POLICE  ABOUT /\mmi- 
GOTO  18. 

DfPN'T  TEtt  THE  POLICE  mUT 
ASTRAG/iL,  BUT  RAN  FROM  m 
COPS; 

OR  TRIiQTOHIQETHESOPii 

OR  TOOK  A  GUN  FROM  IT  (NOT  JRt 


MONEY): 


GO  TO  51. 


IF  m  oonmi  rwf  Kfy.  go  to  ?8. 

OTHERWISE,  GO  TO  65. 


I  — M-O 


BuammRomYMissw/iS 

YOU  TmDOmmSTRtEl 


FlWr. . .  YOU  JO/N  rWf  QUf U£  OOT£  ft 

ONf  CENr  (?£^MaMNrro«  the  mmpiom. 


THEY  flU  Sm  TO  BE 

maum... 


mm  WHEN  YOU  FINALLY  GET 
mUm  YOUR  ONE  CENT  PINNER, 
IT  LEAVER  YOtiEAlPTYINS/PE... 
LOSE  )  PHYSICAL  POINT... 


...ANP  LlfiHr-f/£^PfP  FROM  HUNCER. 
LOSE  1  MINP  POINT  ( AMP  1  CENT  FOR 


mmQESUMSUP 


m  mi  my. . . 


■9B  m'Rl 

Wmm  ouamoom. 

PHmALQAMfiGt- 
2  DICE,  EXCiPTFOR 

mBt^m- 1  PIE. 


YOU'RE  Km 

mm  ByTHBfUflS 
AW  m  couGms 
AND  smK. 

lose  1  PHmCAL 

pom. 


mm  Rusm  to  hospital,  after  surgery  and  a  emf  period 
Of  mmiscmce  m'RtTAmrompoueFPRecifici  goto??. 


THE  FLOPHOliSB  PEPRtSS£S  Y(?I/. 

pmcT  1  mD  pom  AND  ^ooms. 


IF  m  HAVE  A  8ULUT-PRO0F  mi  GO  TO  61*. 
OTrnVJlSi,  WiBm^TBiOmA  NEAT 
HOtE/N  mRmRT.  THEENP. 


VOIi'RE  FEEUm  REALII SCREVIED  UP. 
mAT  WILL  SOU  rW/NK  ABOUT  OH  THE 
WAY? 

rWE  W£/5rH£R?  GOTOIOO. 

OR  WHAT  YOU'RE  GOING  fO  DO  TO 

IADS  PIE  WHEN  YOU  GEf  HOLD  OF  HER  ? 

GO  T0 116. 

OR  mR  mxrmAREMEAL?  G0T074, 


THE  JWV  FINP^  Y0£)  'NOT 
GUILTY' /INP  YOU'RE  FREE 
TO  fiO. 


0UTTHE  TRWLHfl^^riU 
BEEN /I  TERR/eLf  ORPf/ti. 
FOR  m  -  PHSSICAILS  AND 
mHTALLt  SOURPmiCAL 
RATIHGRmAlNS  THiSAM(< 
3QT  DEDUCT... 
MWDQAMPGl  \0\l. 


ALSO  OmCT  $15  mAROS 
THl  COST  OF  THE  TRIAL. 
CYOU  LEAVE  PRISOti  WITH 
ANY  9UlL£r^R£/M0i/5PJ. 


NOW  GO  TO  H-6 


R|  rWf  COP  STOPS  FIRING  M 
■■■  m  im  OUT  IN  FRONT 

OF  rfff  rwmc. . . 


mm  ThE  movmiLKSARi  NAm 

Amu  EX'PRiSimT  MOOVIR. 

mo  cmo  so  umi  for  thi  muss. 


\F  mCOmOLmmi  GOTO  27. 
OTHERWISE,  GO  ro  12. 


gill 


m  PROTISI  THE  RESimTS  Hm  TURm  THm 

pocms  tmoE-ouT  us  'mm  hags'  . . 


Dom  cmTm 
ymms.  cm  rnm 
^icms. 

^  PUT  OUT 
THE  FLA6J, 
MISTER 


iwiomsTHiom 
imp  KiCKSiTom. 


WU  m  TURN  OUT  mR 
POCKETS?  GO  TO  7\i  OR  CHANGE 
YOUR  Mm  filiP  STAy  f\T  THE 

nomusi?GOTQ^^}  on  the 

WfltDORf.'GOTOH. 


YOU  OPEN  F\Rl -Bmm  THE  BftCK  OF 
SPATS'  HEAD  OFF.  BUT  NOW  YOW  NO  LONGER 
HAVE  A  LEAD  TO  THE  TRUTH. 

YOU  ASK  AROUNU  'BUT  EmmS  IS  TOO 
FRIGHTENED  TO  TALK. 

IN  DESPAIR,  m  TAKE  THE  FIRST  TRAIN  OUT 

OF  rowN  AMP  mm  up  in  Georgia,  where 

,  YOU  BEGIN  A  NEW  LIFE  ASA  PEANUT  FARMER. 


Gum. . . 


VOU  AREA  AND 
VICIOUS  KILLER.  SOCIETY 
HAS  THE  RIGHT  TO  PROTECT 
ITSELF  FROM  CREATURES 
SUCH  AS  YOU.  UNDER  THE 
AUTHORITY  INVESTFP  IN  j 
ME  BV  THE  STATE  OF  NEW  A 
YORK,  I  SENTENCE  YOU  ^ 


\ 


suTmRTRoums 
mSHAnpmRHAiR... 


AS  THE  SUAmSTRAPYOU/N, 
FOR  SOM£THmGrO HAPPEN.. 
LASTSlCQND-m'i  OUT. 


YOU  miTANXmSL't 
■  SOME  LAST  MINUTE - 


m  PASS  THROUGH 
PEflTH«OW. .  . 


SHOW'EMYOU 
AIN'T  SCARED 
RICK  J 


IF  YOU  CONTROL  ASTRAGAL  OR 
LfCHTNINff,  YOU  REAL/SE  YOU 
m'T  CONTROL  THEM  ANY yHO«. 


9 


—  IK) 


I 


Rmmm 
kmmi  mm  rm 
eopy  Id  mRmRTMEiii. 


J 


YOU  UM£  m  ELEWOR 
AHV  FIND  mRmP  IN 

BOTTu  mm. . . 


pRomirmimDREcmLY 
mm  mour  mm  is 
Bern  PUT  TO  A  usi.. 


m  SEB  WE  'CENTRAL  HfATING'SmEM 
SEHQmO  LmOR  THROUGH  RADIATOR  PIPES 
TO  mn  PIE'S  SPEAKEASY  IN  THE  SAME  SLOCK. . . 


if  YOU  SEAT  UP  SPATS  EARLIER,  60  TO  104-. 
IT  m  PIP  mi  GO  TO  8. 


77-92 


IF  YOU... OPENED  FIRE  ON  SPATS,  GOTO  64. 
WARNED  SPATS  IF  HE  D1DNT  DROP  THE 
GUN  HE  WAS  HIDING  RIGHT  NOW,  YOU'D 
BLOW  HIS  GREASY  HEAD  OFF  (OR  WORDS 
TO  THAT  EFFECT),  GO  TO  62.  DECIDED  TO 
DO  SOMETHING  ELSE,  GO  TO  56. 


IF  YOU'VE  ALREADY  BLASTED  THE  BAND, 
YOU  GRAB  THE  BOOK.  GO  TO  4.  IF  YOU 
HAVE  NOT  DEALT  WITH  THE  BAND,  AND 
HAVE  A  SUB  MACHINE  GUN  OR  GRENADE 
LEFT.  DECIDE  WHICH  YOU  RE  GOING  TO 
USE  AND  GO  TO  91.  IF  YOU  HAVE  NOT 
DEALT  WITH  THE  BAND  AND  HAVE  A  HAND 
GUN.  GO  TO  83. 


IF  YOU  CAN  AFFORD  TO  GIVE  SPATS  $25  (IF 
YOU  CONTROL  THE  KEY,  $  1 5),  HE  WILL  TELL 
ALL.  GO  TO  119.  OTHERWISE  YOU  WILL 
HAVE  TO  THREATEN  HIM  WITH  A  GUN  -  GO 
TO  73;  OR  BEAT  HIM  UP  -  GO  TO  1 06. 


YOU  CHECK  THE  WALL,  BUT  FIND  NO  DOOR. 
IF  YOU  CONTROL  THE  'KEY'  POWER  ON  THE 
DICE,  GO  TO  1 01 .  OTHERWISE.  GO  TO  7. 


IF  YOUR  MIND  POWER  IS  6  OR  LESS,  GO  TO 
19.  OTHERWISE.  GO  TO  1 1 7. 


YOU  CHECK  THE  POSTER,  BUT  FIND  NO 
DOOR.  RETURN  TO  118  AND  MAKE 
ANOTHER  CHOICE. 


SPATS  IS  TERRIFIED  OF  YOU.  AND  YOU 
FORCE  MORE  INFORMATION  OUT  OP 
HIM...HETELLS  YOU  THAT  THE  LIFT  IN  LADY 
DIE'S  HIDE-OUT  IS  BOOBY-TRAPPED,  YOU 
MUST  NOT  PRESS  THE  GREEN  BUTTON.  GO 
TO  57. 


YOU  UNLOCK  THE  DOORS  AND  ENTER, 
FINDING  YOURSELF  IN  A  LARGE 
ELEVATOR...GOTO  103. 


NOTHING  HAPPENS.  GO  BACK  TO  103  AND 
SELECT  ANOTHER  BUTTON. 


YOU  BLAST  THE  GANGSTERS  IN  THE  BAND, 
CATCHING  THEM  BY  SURPRISE..  KILLING 
OR  SERIOUSLY  WOUNDING  THEM  (IF  YOU 
USED  A  GRENADE,  DEDUCT  IT  FROM  YOUR 
SCORE  SHEET).  LADY  DIE  SNARLS  AN 
ORDER  TO  ASTRAGAL... GO  TO  149. 


YOU  OPEN  FIRE,  BUT  A  HAND  GUN  IS  NO 
MATCH  FOR  THE  GANGSTERS  WHO  DRAW 
SUB-MACHINE  GUNS  FROM  BEHIND  THEIR 
BANDSTANDS.  YOU  ARE  MOWN  DOWN, 
AND  NOT  EVEN  A  BULLET-PROOF  VEST  CAN 
SAVE  YOU  FROM  A  BULLET  IN  THE  HEAD. 
THE  END. 


YOU  USE  YOUR  WEAPON  TO  BLOW  THE 
LOCK  AND  ENTER... FINDING  YOURSELF  IN  A 
LARGE  ELEVATOR.  GO  TO  103. 


YOU  CHECK  THE  WALL,  BUT  FIND  NO  DOOR. 
IF  YOU  CONTROL  THE  'KEY'  POWER  ON  THE 
DICE,  GO  TO  101 .  OTHERWISE,  GO  TO  7 


YOU  BLAST  THE  GANGSTERS  IN  •  THE 
BAND -KILLING  OR  SERIOUSLY  WOUNDING 
THEM  (IF  YOU  USED  A  GRENADE,  DEDUCT  IT 
FROM  YOUR  SCORE  SHEET).  THEN  YOU 
GRAB  THE  BOOK.  GO  TO  4. 


IF  YOU  HAVE  A  HAND  GRENADE  LEFT,  GO 
TO  128.  OTHERWISE,  NO  WEAPON  WILL 
WITHSTAND  THE  DEMON.  WtTH  HIDEOUS 
LEERS  ON  HIS  THREE  FACES.  HE  DEVOURS 
YOU  WHILE  YOU'RE  STILL  ALIVE. 


YOU  PULL  THE  PICTURE  HOOK  DOWN.  GO 
TO  152. 


93-99 


BUY  m  ims  m  TRim  you  may  NEm  omci  cost  from  | 
SOUR  mLur  Uf  m  coNTm  m  m-  25%  oiscoum. 
If  m  guy  THE  suB-macMiNB  GUN,  m  me  u  unper 

SOUR  mi 


NOTf :  fAR  mRCELLO  DOES  HOT  TAKE 
mClLIES  OR  lOUS. . .  (QON'T  EVEN 
TH/NK  Of  TAKING  THE  mmHS 

mrmuTPPiSm  mTHE/\A). 
PRICES  iNCLUPs  mmunm. 


miTE  QOWN  WHAT  YOU'RE 
GOING  TO  OQ  NEU, 

THEN  GO  TO  77. 


100-105 


CLOUDS  ARE 
STARTINS 
TO  BREAK... «SUN 

mm  COME  our 

WON. 


m  Rmisi  m  tHtmct  msTBiMm 
BiCAust  IT'S  GUAR  Of  PARm  ms. . . 
so  mil  mms  m  mm  m  our  mi 
YOU  MN  mrmKi  out  thi  mRVJM(\mA 
 —. — I  mnou. 


/f  vou  jooKfi  moFf 

SPfiTS,  GO  TO  81. 
OTMtmiSE,  GO  TO  90. 


/f  YOU  H/IVE  A 
SU$-MAmm  GUN, 
A  MANP  GRENADE . 
OR  BOTH,  PtCm 
WH/CH  YOU'RE  GOlHG 

TO  USE  AND 

CO  ro  89. 


/f  YOU  HAVE  A 


WIL  YOU  PRESS.  ■ . 
THITQPREQ  BUTTON  r 
GO  TO  126. 

THE  MIOPLE  BLACK  BUTTON  ? 

60  TO  82. 
OR  THE  BOTTO!^  GREEN  BUTTON? 

— I  GO  T0 151. 


Eg? 


7aV  \ 


LIKE  MANY  '^P£flK^f 'i  lAD'i  DIE'S  IS  BUILT  LIKE  A 
fOmESS  WITH  £LECre/WLtY-OP£(f/irfPP£F£NC£^... 
fiEVOLV/NG  mas...  AW  REWmCtD  mERLOCmO  POORS. 


m  REACH  A  DEAD  END  AND  REALISE 
I  THERE  MUST  BE  A  REVOLVING  WALL.. 


J 


WILL  YOU  TRY... 

ONE  OF  THE  CO/ir  H00f(>f GO  TO  152- 
TPiE  PICTURE  mOY.?  GO  TO  92. 
OR  THE  WALL  UGHr.'  GOTOtJif. 


106-111 


112-118 


mmm... 

Y  till)  t Ar  1 

1  WHICH 

GIMME  A  , 

^  LEG? 

BREAK,  / 

HUH?  / 

YOU  mTMD 

cum  mo 

STMTmmGTO 


THAT  -  : 
I'LL  - 


DAMAGE -1  PIE,  GOTO 79- 


WHAT  DO  \ 
YOU  WANT 
}W?/ 


MKE  A  mn  rm 
m  am  ir. 


YOU'RE  SATtSPtlQ  THAT  SOU'VE 

BRommssim...AND 

YOU  f££t  BETTER  FOR  HAVIHG 
GOT  RW  Of  mR  FEELINGS, 
GAIN  1  MIND  POINT.  GO  TO  119. 


YOU  REACH  THE  mRESS  SPATS  mE  W  - 
A  WAREHOUSl  WHERE  LORRIES  mULP 
QEUVERILLEOAL  BOOZE. 

BUT  THERE'S  mr 

A  BLAm  WAU.  ^'•^^ 


NO  WONDER  S?ATS  WStiJ  WORRfEO  fl80ur  TELUdS 
YOU.  3Ur  THERE'S  GOT  TO  BE  A  CLUE  THERE.  .  . 


B 


"TT- 


WIU  m  CHECK...? 
SECTm'A'  '  GO  TO  80 ; 
'8':  GOTO  07;  'C':  GO  TO  101; 
OR 'D' :  GO  TO  8f. 


119-123 


SPATS  niLS 
/\M08SnR- DUTCH 

iNrnGmrmR... 


WQOW- KNOWN 
{^SLAOiOii- 
HAQTHm  OUR 

HIS  6  m. 


■■■■  BOPY  Of  'TRiGSiR' 

tEv/N£  mmRAPmmNT- 

OfiBQfHiRmfORCmmO'i 
SUPPED  OlSTOfLm. 


mem's  personal 

EFFECTS  AND  FOUfil?  HIS  OLP 
KIT  BAO  FROM  THE  MR. 


SHE  REmMBEREP  PUTCH 
SMim  HE'P  TAKEN  THEM  AS 

somms  OFF  a  peap  German 

OFFICER. 


mmS.SHE'PHAQTHE  BOOK 
TRRNSLATEP  AND  REALISED  IT  mS 

AN  msTRucrm  mmAL  on 

HtJW  TO  m  THE  DICE. . . 


THE  CORRECT  COmiMTIOtiS 
SUMMONED  PEmNS  FRO/A 
THimiR  mRLP 


IBM  SHE'P  SUMMONED  ASTRAGAL 
AND  USED  HIMTOLmiPATE 
HER  ENEMIES  ~  A  JOS  YOU  KNOW 
ASTRAGAL  MUST  HA\E  RELlSHEP. . . 


THEN,  THROUGH  THE  BOOK'S  OCCULT 
POmRS,  SHE  PtSCOnRED  THE 
EXISTENCE  OF  fiHOTHER  PAIR  OF 
PIC£...iOURS,,. 


AWDECIDEVTOPINTHE 
MURDERS  ON  m..- 


124-130 


Wem  BUT  VllTH  mSBOOK-  THIS 

'Pf V(W  piRfcroRY'  -  sou 

COULD  BE  msm  Of  m  pici  of 
pwr/NV.'  m  COULD  umuimm 

POWER/ 


YOUR  DtSlRl  BRmGS  YOU  CLOm  TO 
/N^flNirY...MINP  DAMAGE- 1  PIE. 

mam  m  mmt  to  pull  tub  m, 
mmm  m.. 


muiR,  GO  TO 

OTmWSt.  GO  TO  57 


m  NOW.  AT  LlfiST,  IT'S  TUB 
mD  Of  ASTRAGAL.  GO  TO  86. 


131-136 


1 


SE:om/\fmm  PRESSED n,  you 
musE  wm  MREmmsmms 

mum  THE  BUTTON.. 


THE  Vtm  TURNS. 
RfV£flLIN6/> 
BAR  ON  THE 
OTm  SIDE... 


m  ENTER 
LflOY  DIE'S. 


\... BUT  THERE'S  NOTHim 
ho^Eii  OR  SWEET  ABOUT  ^ 


THEfiUDmCE..  r  


AirRflCflt.'  MINP  PAMAGE-1  DIE. 


WELL,  ASTRAGAL.. 
WHAT  PO  VA  m 


GO  TO  157 

137-142 


wsrmTomKE  vou/? /move 

GMB  SAW  (iS  HOSTAGB  MQ  UU  L/IPV     TO  HMD  OVER  M  800K  ?  GO  TO  I'+J. 

OR  PLfl^r  m  GamsTEns  win  EmmiKG  vou've  got  mo  gmb  we  book  ?  go  to  102. 


I  WA^  WONDERING 
yOU'P  ARRIVE.  I 
ENJOYEP  WATCHING  YOUR 
LirTLE  GAME^  WITH 
THE  PICE 


I  sm  PLAY  m 

mSiO,  LAPY- 
NOT  PLAY  1 
TIME 


...BUT  DON'T 
TELL  ME  WHO 
APPEARS  IF  I  THROW 
THREE  SIXE^-f  GOT 
THAT  FIGURED.  NOW 
DON'T  STOP  ME- 


148  151 


1  PON'T  THINK  JOr 
MR  FORTUNE. ..VOU'RENOTA 
COLP-BLOODEP  KILLER.  IN 
m  8li5INESS.Y0UG£TT0 
RECOGNISE  THE  TYPE. 


MTmUL  UAPS  ON  m. 


PHYSICAL  DAMAGE :  1  DIE  (EXCEPT  FIST:  NONE}. 
)  PAMAGE:1  DIE. 


YOUfl  ONLY  HOPf  !S  TO  TUHN  m  MmST  im  Oil 
YOU  THWOW  THf  mST  Om  Of  QtSTlNY.  . . 
If  IT'S  A  3  OR  A  3,  GOTO  W;  /f  IT'SRe>  ROLL  mid. 

QTmmst,  fioroi5i 


I 


152-157 


***lu"!'y-.?  ^^^^  *  PROMISING  CAREER  ON  HOLD  AND  ATTEMPTS  TO  ANSWER 
THE  ONLY  LETTERS  WE  COULD  FIND  THAT  WEREN'T  A  OBSCENE  F)  SEm" 
LITERATE  C)  CLEAR  EVIDENCE  OF  DEEP-ROOTED  TRAUMA 


From  M  J  Simpson,  Costock 

Dear  Mervyn, 

Here  are  my  views  on  DICEMAN 
3:  very  good,  your  best  yet.  The  idea 
of  adding  little  snippets  of  text  was  a 
good  one,  but  malce  sure  you  don't 
overdo  it.  I  think  one  page  (maybe 
two}  of  text  per  story  is  enough  to 
enhance  the  plot  without  detracting 
from  the  artistic  presentation.  1 
found  ail  the  stories  quite  hard, 
which  made  up  for  the  appallingly 
easy  ABC  Warrior  last  issue. 

Rogue  Trooper  was  very  good, 
but  the  easiest  of  the  three; 
excellent  artwork  and  a  logical 
thought-process  behind  the 
problems.  My  only  criticism  is  that  it 
was  quite  easy  to  anticipate  some  of 
the  surprises.  For  instance,  we  were 
given  so  many  opportunities  to  kill 
the  thing  in  the  sleeping  bag  that  it 
was  fairly  obvious  we  shouldn't. 
Diceman  took  me  ages.  I  just  hope 
that  Rick  Fortune  isn't  going  to  turn 
into  an  Indiana  Jones  clone.  Put  him 
back  in  the  big  city  and  give  him 
slightly  less  incredible  opponents. 
What  I  would  like  to  see  is  straight 
crime-busting  action,  with  just  a 
hint  of  fantasy  to  trip  me  up  when 
I'm  not  expecting  it. 

However,  my  favourite  was 
Torquemada.  This  was  excellent- 
totaily  weird  and  rather  unnerving.  I 
was  worried  that  the  idea  of  picking 
up  objects  lying  around  in  the 
pictures  would  be  confusing,  but 
the  objects  were  nicely  differen- 
tiated from  the  rest  of  the  art,  and 
the  concept  worked  well.  In  future 
issues  I  would  like  to  see  a  note  of 
the  maximum  score  possible,  so  we 
can  find  out  how  well  we've  done 
when  we  eventually  manage  to 
finish.  Also,  how  about  a  story  with 
a  humourous  concept- not  silly,  but 
with  an  unhinged  logic  behind  it?  I'm 
thinking  of  Ace  Trucking  Co  here. 
The  thing  I  liked  least  about 
DICEMAN  3?  The  front  cover. 


Thanks  for  a  very  interesting  and 
analytical  letter.  The  Diceman  story 
this  issue  should  allay  yourfears  about 
Rick  becoming  an  Indiana  Jones 
clone.  I  see  him  based  mainly  in  the 
city-  but  there  are  some  classic  30's 
situations  outside  it  as  well  (South 
America,  Tibet,  Antarctica  etc.) 
which  we  shouldn't  overlook.  As  for 
the  maximum  score  possible,  I 
estimate  what  this  might  be  when 
working  out  the  games,  but  our 
gametesters  rarely  reach  it  in 
practice -so  I  don't  know  if  it  would 
be  really  worth  including. 


From 
Port: 


Ben  Warrington,  Ellesmere 


Dear  Sir, 

The  Torquemada  story  in  Issue  3 
was  wonderful:  no  danger  of 
Hieronymus  Bosch  turning  in  his 
grave.  The  idea  was  inspired,  to  say 
the  least,  and  Bryan  Talbot  is  one  of 
the  few  people  who  could  have 
carried  it  off.  One  point:  the  evilness 


of  Torquemada  is  surely  relative, 
as  he  is  seen  as  protector/cleanser  of 
the  human  race,  although  a  little 
over-enthusiastic,  I  admit.  Judge 
□redd  does  much  the  same  sort  of 
work,  and  no  one  would  ever  accuse 
him  of  being  evil. 

I  do  see  Torquemada  as  utterly  and 
totally  evil.  He  may  have  convinced 
himself  and  some  of  his  people  of  the 
'justice'  of  his  cause -protecting 
humanity  from  the  rest  of  the  galaxy 
-  but  it  is  still  completely  bogus.  This 
is  made  very  clear  in  his  adventures  in 
2000  AD,  if  not  in  DICEMAN.  I  know 
many  readers  admire  the  Judges,  but  i 
certainly  wouldn't  want  them  to 
admire  Torquemada  (other  than  as 
the  villain  you  love  to  hate)  and  I  try  to 
ensure  there's  no  doubt  about  this,  no 
attempt  to  glamourise  his  utterly 
appalling  actions.  I  think  I  can  honest- 
ly say  I  go  out  of  my  way  to  show  him 
as  a  cunning,  merciless,  fanatical,  but 
ultimately  ludicrous  tinpot  dictator. 
Instead  of  pursuing  racist  policies 
towards  a  portion  of  the  human  race. 


Diceman 
Torquemada 
Rogua   


From  Simon  Kind,  Harrogate: 

Dear  Sir/i\Aadam/Sentient  Being, 

Congratuiations  on  DICEIVIAN  3, 
very  good.  Rating  the  stories  out  of 
10  I'd  give: 

.  9...sxceilent 

Gothic  Horror 
.8...totaliy 

imaginative 
.  5...a  rather 
unimaginative 
'quest' type  game 
And  stop  putting  in  sections  with 
Left  or  Right  paths/passages,  where 
one  of  them  continues  the  adven- 
ture and  the  other  immediateiy  iciiis 
you  -it's  a  pathetic  way  to  malce  the 
games  'harder'. 

I  take  your  point  about  left  and  right 
paths.  To  begin  with,  I  think  I  was 
rather  too  influenced  by  the  '  'Will  you 
go  North,  South,  East  or  West?" 
choices  in  gamebooks,  which  often 
don't  have  clues  and  can  lead  to 
sudden  death.  In  DICEMAN,  because 
you  can  actually  see  the  fantasy  world 
you're  in,  this  tends  to  be  more 
noticeable.  Generally,  we're  putting  in 
visual  clues  as  to  the  correct 
path. ..but  they  have  to  be  subtle, 
otherwise  there'd  be  no  point.  I'm 
trying  to  avoid  sudden  death  results  if 
you  do  take  the  wrong  path,  but  I  have 
to  balance  this  against  readers' 
requests  for  {fatal)  traps.  Taking  the 
wrong  path,  pressing  the  correct 
button,  and  so  on,  is  the  most 
effective  way  of  introducing  them. 

Prom  Tony  Rungay,  Woritsop: 

Dear  Merv, 

i  would  like  to  congratulate  you  on 
the  mega-zarjaz  DICEMAN  3.  The 
games  were  absolutely  great, 
especially  D/c«fflfln  and  Rogue 
Trooper.  I  also  particularly  like  your 


magazine's  striking  covers -they 
really  stand  out  from  the  other 
magazines  on  newsagents'  shelves. 

i  think  I  have  a  solution  to  the 
problem  of  game  length  and 
shortage  of  space.  Why  not  run  an 
edition  with  two  longer-length 
games  and  a  game  in  parts,  where 
the  player  has  to  wait  until  the  next 
issue  comes  out  to  see  if  he  made 
the  right  decisions? 


As  you  can  see  from  this  issue, 
we're  going  in  for  longer  games 
now -with  the  opportunity  to  carry 
your  status  points  over  to  the  next 
adventure  (eg.  "Bitter  Streets").  But 
we  might  go  back  to  three  stories  an 
issue  from  time  to  time,  so  we  can  try 
out  new  artists,  writers,  ideas  and 


characters  without  occupying  half  the 
magazine  doing  so.  Even  then  we'll 
make  sure  one  of  the  stories  is  a  hefty 
length,  so  you  don't  feel  the  game 
was  too  short... a  point  made  by  a 
number  of  readers. 


J.  oil  the  sensible 
That's  about  all  tn  ,^j, 
,  commentary  we  could  ^.^^ 

L  for  this  '%«"«3^'J°';nd  IQ.  «%«f 
\  change  of  P^^„,Ket  to  meet  f  an- 


THE  PAGE  WHERE  YOU  CAN  TALK  ABOUT  EVERYONE  INVOLVED  WITH  THE 
MAGAZINE  WITHOUT  THEIR  LA  WYERS  FINDING  OUT  UNTIL  ITS  BEEN  PRINTED! 


\ 


What  a  thankless  task  this  is!  When  DICEMAN  started  we 
were  swamped  with  letters,  all  of  which  said  how  much  they 
liked  it,  but  most  of  which  also  said  that  the  stories  had  to  be 
made  more  complex.  So,  in  response,  two  of  the  stories  in 
DICEMAN  Issue  3  were  given  text  pages  to  beef  up  the 
games  -  and  what  happened?  Jon  Powell,  address  unknown 
because  he  very  wisely  kept  it  to  himself,  got  really  annoyed 
with  the  Torquemada  game:  frames  31  to  42  had  no 
artwork!  I  know  this  means  the  game  can  be  a  Httie  more 
compiex,  but  I  would  rather  you  stuck  to  having  art  with 
every  frame.  Still,  the  Torquemada  artwork  -  what  little  of  it 
there  was  -  made  a  big  impression  on  many  of  you,  and  led 
no  less  a  personage  than  A.T.  Forsyth  of  Norwich  to  wonder 
whether  the  writer  and  artist  were  referring  to  Hieronymous 
Bosch,  as  the  art  by  Bryan  Taibot  seems  very  much  like  this 
artist  who  lived  around  the  15th  century.  If  A.T.  takes 
another  look  at  the  Rules  page  he'll  see  that  Bryan 
acknowledged  his  debt  to  Bosch,  but  I'll  hold  back  the 
sarcastic  jibes  this  time  because  it's  such  a  relief  to  get  a 
cultural  request... as  opposed  to  James  Newcombe  of 
Southampton's  burning  question:  Where  is  the  toilet  roii? 
It's  used  to  pay  the  barman  on  the  Ship  of  Fools.  Am  1  going 
mad  or  Is  it  very  welt  hidden?  I've  no  idea  where  it  is,  but  I 
expect  some  smartypants  will  telt  me,  in  which  case  I'll  pass 
the  info  on.  One  way  or  another,  though,  you  seemed  to 
enjoy  the  Torquemada  game,  especially  the  intellectual 
bits... slicing  my  way  through  aliens  on  an  Ear  Machine, 
shouting  "Cleanse  and  Purify!"  -  it  was  the  best  yetl  That 
came  from  Dickon  Edwards  of  Ipswich,  who  went  on  to 
share  his  views  about  The  Diceman  himself:  Rick  Fortune  & 
Co.  should  have  a  whole  issue;  this  was  much  too  short  for 
my  liking.  And  while  we're  on  the  subject  of  liking,  here's 
D.  Newbury  of  Reading:  Rick  Fortune  is  brilliant,  and  I'd  like 
to  see  him  in  his  own  story  in  2000  AD.  I  feel  that  he  would 
be  a  great  addition  to  the  comic.  This  is  about  as  flattering  as 
you  can  get. 

This,  on  the  other  hand,  from  Wayne  Ralph  of  Nottingham, 
isn't... less  of  The  Diceman  himself  would  be  appreciated. 
2000  AD  has  so  many  characters  who  deserve  a  strip,  it 
would  be  better  to  feature  them  rather  than  a  special 
creation.  I  don't  know  where  popular  opinion  stands  on  this 
point,  but  I  look  forward  to  finding  out.  One  thing  that's 
abundantly  clear  is  how  many  of  you  -  pay  attention,  P.J.L. 
Blunden  of  Bournemouth,  this  is  your  moment  of  glory  -  are 
still  unhappy  with  the  length  of  the  games:  The 
Diceman  -  not  too  bad,  but  one  minute  I'm  in  a  wood  being 
chased  by  zombies,  and  the  next  it'sover.  And.itwas  over  so 
quickl  This  is  fast  turning  into  our  most  common  complaint, 
and  it  isn't  confined  to  any  one  story  in  particular.  Barry 
Stevens  of  London,  for  example,  liked  the  Rogue  Trooper 
story,  but  the  only  problem  with  'Kiiiothon'  was  that  it  was 
far  too  short.  If  you  want  to  use  Rogue  again  (and  we 
do -next  issue)  make  the  story  longer,  and  harder  too. 
However,  I  don't  want  to  give  the  impression  that  all  you  do 
is  moan.  There  are,  may  blessings  be  heaped  on  their  heads, 
exceptions. ..step  forward  Andrew  Diggle  from  Croydon:  I 
really  like  DICEIMAN  3,  especially  Rogue  Trooper.  The  game 
was  certainly  more  enjoyable  than  the  2000  AD  stories. 
Collins  8-  Farmer  make  an  excellent  team,  something  like 
Cliff  Robinson  but  better,  and  their  Sidine  also  looks  very 
good.  Even  a  short  wedge  of  art  critique  like  this  is  enough  to 
keep  me  happy,  but  there's  more  —  this  time  on  the  subject  of 


The  Diceman  strip:  Steve  Dillon's  version  looks  superb.  He's 
the  best  artist  in  the  world!  At  last,  I  thought,  a  better  class  of 
readerl 

The  next  letter  I  opened  was  signed  'Voraak  the  Ftesh  Rip- 
per', and  demanded  to  know  Where  the  heck's  Strontium 
Dog?  Get  him  in  DICEMAN  or  I'll  split  your  skull  with  my 
sword  'gutraker'.  There  was  a  bit  more  stuff  like  that,  mostly 
to  do  with  entrails  and  orifices,  before  our  correspondent 
rounded  off  with  a  reminder  to  get  Alpha  inl 
What  else  does  your  average  DICEMAN  reader  want?  Well, 
Henry  Flint  of  Exmouth  would  like  to  see  a  colour  board  game 
in  the  centre  spread,  while  Simon  Cooper  from  Dublin 
speculates  on  a  DICEMAN  Special,  with  one  giant-size  story 
taking  up  the  whole  issue.  Michele  Balduzzi  writes  from 
Bologna  to  ask  about  getting  a  subscription  (try  World  Wide 
Subscription  Services  Ltd.,  Rosehill,  Ticehurst,  East  Sussex 
TN5  7AJ),  and  to  ask  for  back  issues.  These  I  do  not 
have-not  even  for  you,  Billy  McLeod  of  Inverness;  but  try 
AKA  in  Glasgow,  who  might  be  able  to  help.  And  that, 
mercifully,  is  about  all  for  this  issue,  except  for  a  couple  of 
loose  ends.  Andrew  Fox  of  liford  wants  the  world  to  know 
what  he'll  be  doing  with  his  copies  of  DICEMAN :  They  will  be 
dutifully  collected,  laser-sealed  into  Sainsbury's  freezer 
bags  and  stored  for  further  cerebral  destruction.  That's  very 
interesting,  Andrew,  but  I'm  afraid  it  narrowly  fails  to  take 
the  Mervyn  award  for  joined-up  but  meaningless  writing. 
This  honour  goes  instead  to  'Max  Bathroom'  of  Farnborough 
for  his  magnificent  request:  Can  I  have  one  of  your  invisible 
T-Shirts  please?  Of  course  you  can,  Max;  for  you  I'll  even 
throw  in  a  pair  of  see-through  underpants. 


uSfaj  rmteCv  remaits  it  wia  be  interesting  to  fina%  meet 'Otf  Tfiiiiufer  Tftigfts'  (ierSeff- fns  nicSnome  Jbr 
the  amanngly  fat  ZarA  Goddess  Utmu.  wtiiU yoa  beat  famfirr  fas  ruiSaKSS,  Myrd£n  reveals  ttmt you 
wlft  m«£t  THREE  ASPECTS  rf  D  ami  -  r^eiKfitlJig  tfetftrce  seasons  of  Ife  Earfe  omftiw  ^ 
of  Woman;  TRc  Moldert  of  Sprinj.-.Tfif  VVottum  erf  Stmni^ 

Tfk«  r^iresent  Danu  in  fter  digerent  mooife...(bviiifl  and cniei^  m 

destructive,  rouwifljo  iflrmigft  (i  rttuai  union  wUft  fier,  so^you6ecome  King  of  your  tribe,  Eortfi. 
Power  wiftjlbw  tjirmyftytm  iinrftfe  Lotuf  wiEfie  reneiveiC 

Tfien  tfte  Sorcerer  Jiroiiuces  a  venomous  serpert,  omt  cipCains  tfiot  to  enter  tfte  OtfierworWyou  must  30 
into  a  trance -induceif  fry  its  fiitel  uMo  oiSs  y^tfwrc  isn't  an  easier  mt>f../«aven>t you  a  magic  fotioiv 
w«  cmi&f  dritii  tnsteaiff  Or  some  of  tJujse  peculiar  nujifirootns  _you  Dniiiis 
Myrdifin  just  looks  cviiEy  ot  hint. 


Touflsfe.wlu'  UMo  fias  to  come  ofonq  orijway.  Myrdcfin  ejif  Coitis  tftere  (iove  6een  comf  [oiiits  afoutyour 
ifii>arfs  fefutvHour  tytfc  Maidens  of  Ifle  SacrafFtmie.  SftouMjm  jaif  anit  ifc  in  tfe  Otfterwortt  tficy 

(font  reaffv  wont  iMo  to  6e  Cqft  fieftinit  r ouniise^wurjbot  and  titesnafesinfa  its  Jimgs  into  your 
an^-pun^|rini|  poison  into  you.  Tfte  pain  i*  intense^  you  Jicet  fiot  oniC  co((t  oni(  t)ie  venom  moftes  you 
viofentfy  sicS.  Tougo  6(ind  and.  there  is  a  tremenifous  roaring  in  \mu- ears  tto  jbib  to  (fhrniv  cn*  USSo's 
screams  of  terror  as  he,  too,  is  &iuen  by  the  viper. 

Ton  fteor tJie  Sorcerer's  voice  a  (onj  woy     teflttijyouin  a  few  seconds yottiviffiflejTOm  tfte  snake 
bite.  But  Time  posses  digerentty  in  t/ie  OtferworfeCond:  you  hai«  just  Co^ 
Dontt  tftat  wifl  save  your  Ctfe. 

Tou  os(i  if  lAere's  any  dues,  any  advice  be  con  give.  "Onfy  to  answer  all  questions  trutfi/ulfy,  and  it 
daring  yet  cautious^  conjufart  yet  fiuniite...ondwatcft  out  Jw...'' But  tfte  rest  rfWs  mess^^ 
fytJklwwlinfl  inyourears. 'T(wnfo!''yousnarC 'rrtkiHTOafotoffie^!'' 


rott_(ee(you)iseff  spinning  roumf  'widifersftins':  tftrec  times  Jrom  left  to  rujftt  onif  tfien  tftree  times  Jimn 
rijftt  to  left  A  pin-point  of  wfiite  figRt  oMiettrs  In  jmnt  of  your  eyes  and  ifluminates  tfie  bOocfaiess.  Tour 
^esi^fu  clears^  tfte  pain  jiulcs  away  onoyou  see  tfie  glade  ftas  cftangei  It's  afiCate  witft  tfte  Jlowere  of 
Spring  ani  a  sweet  OlfiervvorCd  jragronce  JuCs  tfie  air. 

Myrdifin  fias  vanisfietC  rour  n^JSlic  quest  fias  SegunI 

UiSto  ftops  orounjf  on  one  leg,  funvGni)  witft  pain  and  Begging  wm  to  cany  ftim,  ftutyou  ignore  ftint  as 
you  explore  tftis  strongej  maaic  (orut  A  fteauttfiil  mauien  rWng  a  white  horse  gall^  post,  nnrfyou 
wonder  if  tfiis  is  tfte  GODDESS  OF  SPRING.  "FoCCcrw  me,  Human,"  sfie  caBs. 


Kuies 


THftNKS  TO  VOUR  DWHRF.THB  MRID 
BN  VANISHES  INTO  THE  WOODS.  yoU 

/HflY  OeClOE  TO  PUNISH  HIM  Oft 

PICK  THE  APPLES.  BUTPIHST...YOU 
MUST  MAKS  f\  NOTE  OP  THE  RULES 
TO  FOLLOW  ON  YOUR  MACrlCftL 
JOURNEY...  I 


Td  iutcmf,  you  ntid  to  jaiii  ifo  Rinj  of  £)anu  and  ttepyom  ivarp  rating  above  zero. 

Wurp  points  iinr  a  comfiitwtwii  iff  itrcrylft,  ititfffijerurf  ani iwpenoia,  Cumpfai  VBUr  waip  ralilm  nmf  note 
it  dijini  tm  vxlur  Battle  5crofI. 


COHkAT 


Tfc  ,m,„s,jf ratinjj  ^(j  ^  ^-^  ^^^^^ 

I)  Kdi  2  differ  your^f        n  ■contB.i  adi' of  ,  1     ^  ^  f^,^  y^.^     ^  ^ 
Z)  Ruff  2  iia/or  t/i£  mottitET.  Adf  tiit  atiy  ■wtnfat  aids'  indkaad. 

3)  J/j™  fetv.      ftijA^  ^  j,^^^  ^  rftff^ta  ™r  .or^  from  tiu 

motutcr'j  warp  rating. 

4J  ,/  tA.  ™™t«  has      Ki,!u.  ™,  ft.  d.^,,,  .ft,  iy,^,  ,  s^fr„ 

waxf  ratintj,  ^  ■' 

5)  ContiiiM  urttif  tftt  ™nita--orjDu-Jins  no  points  feft  £.5.  ,5  deoi. 

6)  AM  tft.  ttuit^K,    ORJGINAL  warp  rating  to.your  «wn-6ut  ONLY  i/tt  ts  dauf.  Tte  1.  vour 
'reM'ttrtf' /or  ecperiinrcgaintif. 

Jn  tftis  ^wntur.^™  ™v  oto  ftaw  ONE  ™™  sf^^^a  Cdtt.  6attti ^fi^^,  rf™^  ft^ 

Wli^you  fiaw;.™r  .„T,  spo^m.  ^  nt>t  rod  tA.  tfi^  Toit  fc^ty  ^  ,^  fc„  ^ 

tote  lit!  ittirp  rating,  oMir^  it  tojfror  own. 

Keep  a  Battle  ScroC  to  record  your  current  battfe  status. 

mj\£scm£ 


SLAEVE 

Warp  rating:  

CamhatAM:  +1  

Go(dCains:  15  "' 

^   Rin^  Segment*:  (Note  tAc  nurfal) 


Oftjects  carried'.  

Warp  Spasm:  1  only. 


C  rou  are  now  reaify  to  start  _yDur  ^ucst.  Move  to  fiic  1 
^    opposite. .  .and  may  the  Earth  Godcfess  30  wMi yout 


1-6 


■■please,  SUAINE  .' 
■■^  WH;NE  !=  GET 

THE  BPPLES  FOR.  WE  ! 


Will  you.. .pick  the  sold  apples  on  the  left  ?(goto8). 

Oft  THE  SJLVEft  APPLES  ON  THE  RJGHT  ?  (  &0  TO  20). 
OR  WILL  YOU  &/VE  HIM  fl  CLOUT  flNO  CONTINUB  YOUR 
SEARCH  FOR  THE  MAIDEN  ?  (©O  TO  32;. 


51 


If  you  have  not  had  a  warp  sprsm  ,  you 

MAY  DESTROY  ELFRIC  WITH  ONE  HERE  (fl 
FETCH  CANNOT  DRAW  ON  EARTH  POWER). 
TAKE  H(S  WARP  RATiNG  —  THE  SAME  AS 
you/?  OWN  — fN  THE  USUAL  WAY  AND  &6  TO  69. 

OtHERW/SE  YOU  MUST  F;&HT  TO  THE  DEATH. 
ELFRIC'S  WARP  RflTJNd  IS  THE  SAMB  AS 
YOURS  —INCLUOIN<»  THE  COMSAT  flOD. 

IF  you  KILL  H/M,  60  TO  69. 

If  he  REDUCES  YOUR  WflRP  RflT)N&  TOZERO. 
HE  THRUSTS  HIS  HAND  INTO  YOUR  CHBST  AND 
SQUEEZES  CUT  YOUR  SOUL. 


The  two  corpses  are  joinsd  sy  a 

THIRD  ftND  flrTflCK...OeflO  KIN&S' 

wnRP  Rnrma  -  9.  combat aoo  r a  (as 

YOU  ARE  PIGHTIN&  THREE  OP  THEM). 


/F  YOU  OeCfOE  70  HAVE  YOUR  WflRP 
SPftSM  HERE,  REMEMSeR  TO  ROD 
THE  OEflO  KfN&S'  WRRP  RflT/NG  TO 
YOUR  OWN.  THEN  GO  TO  I20. 


/F  YOU  WOULD  RATHSR  RECONSIDER. 
THE  STRaN&ERS'  OFFER  OF  HSLP 
(  AND  CAN  PFFORD  IT—  TWO  MR&IC 
APPLES  OR  TEN  GOLD  COINS).&OT0  8S. 


MM  YOU  PULL  THE  THRee  <^old 

■M  APPLES  OFF  AND  PASS  THEM 
TO  UKKO.  <  MAKE  A  NOTE  OF  THEM 
ON  YOUR  BATTLE  SCROLL). 

 Z.-^i^^ 


The  brrnch  springs  up... 

 ^rOWAROS  CATU  PALU&  —  A 

OSMON  CAT  SNOOZINC  THERE... 


SPITTim  AND  HISSINd,  THE 
O/flSOL/C  CRgflTURE  flrrflCKS 
YOU...OeMON  CAT'S  WARP  RATtN<» : 7. 
COMBAT  AODTfl.  IF  YOU  KILL  IT  AND 
WOULD  LIKE  THE  SILVER  APPLES  AS 
WELL,  CrOTOZO.  OTHERWISE,  GOTO ih7. 


VtA  NOT  SURE.. .BUT  REMEAABER,  HE'S 
ASHflPE-SHIFTER,  UKKO...HE  CAN  TRANS- 
FORM HIMSELF  RNVTlwe  HE  LIKES. 


■IS  SO  ANVONE  WE  MEET  COULD  I 
■■■  ELFR1C  IN  DIS&UISE.. -SETTING 
US  UP  FOR  SOME  HOftA(8L6  TftAP  ? 


AYE. 
WE'VE  ONLY 
TWO  CLUES... 
HIS  THIRO 
eVS— WHICH 
HE  Mfly  HAVE 
TO  HIDE  — ANE> 
HIS  OtSLfKC  . 
OP  IRON...  J 


WSUfiND  COmNb  PROM. 

THE  RIVER. 


20-25 


™ you  PULL  THe 
trnTH/tee  siLven 

APPL  eS  OFF  —  WITHOUT 

DISTURBING  WHflrevea.  is 

INSlOe  THE  WEST— fl WD 
Afl5S  THBM  TO  UK  KG... 


I you  WANT  TO  nSK 
HeliMOft.B,BUT...i 


/•■■ 


NO 

QUE5TIOMS  1 
NOW... 


MAKE  fl  wore  OF  THEM  OW 
YOUR  SflTTLE  SCROLL.  IF 
YOU  WOULD  L/KE  THE  GOLD 
RPPteS  AS  WELL,  &OTOS. 
OTHERWISB,  GO  TO 


&0  ro  39. 


YOU'ftE  TOSSED  SY  THB 

 HORSE.. .AND  FALL  IN 

FRONT  OF  TUB  REVOLVING 


ut  isdefinit6' 
Ily. 


THE  END. 


Then. 


i've  told  you  ; 
leave  me  alone  ! 


Will  you... 

\h£LPUNR  ?(G0ro5); 

\talkto  GUMPas  ? 

(GO  TO  98): 

OR  LEAVE  ?(COTO  131). 


you  MAY  HAVE  SUSPECTED  U#fKO  WAS  ftEALLY  6LFR/C 
I.. .WHO  DIS&UISeO  HIMSBLF  SADLY,  SO  YOU  WOULD 
RBCO&NISE  HIM  PND  PICK  THB  OPPOSITE  ROUTE,  THUS 
FALLINCf  INTO  /\T(i.f\P. 

Thbrbfore  you  may  have  dbcidbd  to  ooublS'&lufp 

,  H\IA  flWD  TAKE  THE  ROUTE  HE  RBCOMMBNOBO. 

IN  flWY  eveWT,  YOUB  suspicions  are  CONFIRMED  BECAUSE 
UKKO  VANISHBS.  CLEARLY  /T  WAS  YOUfi  DEADLY  EWEMY .' 

&0TO87. 


26-31 


■cTIVlT  IS  EiQOD  THAT  YOU  ARE  tN 
■■■awe  of  AAE,  for  t  AAA  THE 
MISTRESS  OF  THE  ELEWENTS. 
I  RN1^AATE  TREES  AND  PLRNTS 
AND  RULE  ALL  >_IV1N&  THINGS 


KTBRNOTO  help  VOU  on  your  quest,  I  WARN  YOU.. 

BEWARE  THE  fiflg  !  fl  CRUEL  'BELLOWS 

SPEAR"  WHICH  ENTERS  THE  BODY  WITH  A  SINGLE 
WOUND,  AND  OPENS  INSIDS  YOU  WITH  THIRTY  BARBS  ! 


IP  -iOU-O  UKBTO  CHflN&e  yOUR  MlfJD,^ 
CO  TO  t.  IF  NOT,  0,0  TO  ^7. 


IFWOU  KILLtr,  , 
GO  TO  fZ.  \ 


KfBl  REALLY  WANT  TO  HELP  VOU^ 
■■■BeCOME  KING  — SO  LISTEN 
CAREFULLY.. .\NHEN  YOU  REACH  fl 
TAVERN  rN  THE  WOODS  GO  INSIDE 
AND  OBTAIN  A  &OL0  SEOfAEMT  OF, 
THE  RING. 


37 


flS  you  PRE  PA  fie  TO  DEAL  W/TH  THE  OTWER 
KINGS,  THE  TWO  STRAWGERS  APPEAR... 


38-43 


44-49 


■fB  'TMflT  "  15  flftflWWTWe  Pf&  GOD. 

■■■he  15  the  kin&of  the  otherworld. 
i  made  hinv  ruler  because  i  find  him 

RRTHeR  ftMUSIN&.  DON'T  I,  SWINE  '? 


mi. 


llN  serweeN  h/s  grunts,  you 

IfteCO&N/SE  n  FEW  WORDS. 


UUH 
UUH! 


-■-■/  ( 


/F  you  WOULD  LIKE  TO  BRfSE  flRflWN,  WE  W/LL  ACCEPT  3 
Mfl&fC  APPLES  (GOLD  Oft  S/LVEft)  TO  LEAVE  YOU  ALONE. 
GO  ro  ZQ. 

IF  you  WOULD  RATHER  PIOHT  HIM ,  GO  TO  57. 1 


Will  YOUflwsweft..?^*^^^"^ ' 

fl)  ■■/  AM  fl  MtGHTy  WfiHRtOR  WITH  Hfl(R  L/KE  fl  fiflVEW, 
CHEEKS  «eo  flS  6(.000  AND  fl  fiODY  Of  BRONZ  E  " 
&0  TO  62. 

8)     fiM  fl  MM  WHCJSE  TON&Ue  fS  (M  CHAINS  AT  THE 

Sf6WT  OF  SUCH  SEflUTy.  "  60  TO  63, 
CJ  Ofi  WOULD  YOU  RATHER  KEEP  AWAY  FROM  HER  AND 

CARRY  STRflfOHT  OW  ?  &0  TO  34^. 


you  HEAD  OW  THROU&H  THE  BLflCKENED,  SMOULDeRINC>  1 
WOOD  KNOWN  AS  "fTUfll.  DflWU"—  THE  EARTH  MOTHER' 
PLACE.  60T0  f3*. 


53-59 


■ajByou  spoTTeo 

■SB  THE  Ci-OOTieS 

—  BRIGHT  BITS  OF 
ftflG  — HflNGW&  ON 
THE  BP.fiNCHeS,  flWO 
REALISED  THIS  WAS 
THE  CORRECT  PATH. 


■PfBSUDDEWLV  YOU  SEE  flHEflO  yOUft  OLO 

BiiBeweMy— eLFR/c,  prince  of  obmons 

UEfiOlNO  THE  WILD  HUNT  FOR  YOU... 


OUT  RIPPER  '. 
GIZZARD 

SQueezER  f  sHouuie 

GRINDER  {FIND  , 
THE  6ftB,&AR.lAN  ! 


...FOR  THE  eflftTH 
feOODESS  IS  flTTRflC- 

reo  TO  COLOUR  and 
&aieTY. 


■■you  w/oe — aur  thena 

_3SBSHA&&V  SLACK  CAEATURE, 
THE  S(Ze  OP  A  CALF,  APPEARS... 
nNDSTfMtTS  SNIFFIN&  HOUND... 


/it's  SlacM  Shuck— 
'>  r*ie  Demon  005 .'  ^ 


W/LL  you... TAKE  UKKO'S  ADVICE  7&OTOSS. 
OR  CONFRONT  ELFRIC  ?  &0  TO  2&. 


ffLFR/C'S  HELL-HOUNO .' 

 rWS  MU&E  ftAUTE  PICKS 

UP  yOUR  SCeNT RNDRPPRORCH' 
ES  YOUR  HIDING  PLACe... 


you  PAY  HIM  TWOMAOIC  APPLES 
■■^(GOLOOR5ILVeR)0«TeWftOLO 
COfNs!  (  OEOUCt  THEM  FROM  YOUR  flATTLE 

5CROLLj...rweN.. 


THBNK5 . 
FRieNO...THe 
LCPT  ROUTE 
15  THE  SAFE 

oNe.  y 


W(TH  THAT,  HE  AND  HIS  COMPRNION  06- 
PART.  WILL  YOU  TAKE  THE  LEFT  ROUTE 
as  HE  AMD  UKKO  ADVISE  ?  (GO  TO  25 J  ; 
OR  THE  R(&WT  PATH  THROU&H  THE 
STONE  RINCr  ?<GOTO  10&). 


c 


flRRWN  THB  Pf6  &O0...WAAP 
RATING :  e.  COM  8flr  ADD  ■■  +  2 . 
/F  YOU  K/LL  HIM,  &0  TO  72  -- 
BUT  IF  you  WOULD  PREFER 
TO  BRIBE  HIM ,  GO  TO  ihS. 


\yOU  TAKER  SWING  RT  THB 

 ICORPSe  WITH  "BRfl/NS/rCR", 

AS  THE  OTHER  TWO  KINGS  MOVE  IN 
FOR  THE  KILL...  ^ 

Go  TO  tl7. 


60-64 


65-71 


gjjfF  you... 

TURWeo  flWD  LfflPEO  ON  THE  HORSE  OR 
OVER  THE  HORSE.  C>0T022  : 

TuMeo  AMD  THReW  YOUR  flXe  AT  THE 
&ODDeSS  OR  HER  HORSE,  GO  TO  /O^; 

OlVeOINTHE  WOODS,  &OTO  79. 


Leaped  up  and  Hu^f&  from  an  over 

HflWGWG  BRANCH,  &0  TO  S'^ 


DfD  flWYTH/NG  ELSE,  &0  TO  /37. 


rwe  rMREE  OeVELS  flTTflCK.-COMe/NeO 
WARP  Rflrwc<:6.  COWSAT  flOD.  + 3. 
MOR&flWR  AlVD  SflSfl  HELP  YOU,  SO 
WCREflSE  YOUR  OWN  COMBAT  aOD  BV 
+  Z  FOR  THiS  SflTTLE  ONLY. 


DEDUCT  THE  PAYMENT  OW  YOUR  SCROLL 


AH ! TMflT 

INFORMATION 
WILL  COST  VOU 
Five  &OLD  COINS 
OA  ONE  MAGIC 
APPLE... Oft  YOUR 
GAe  BOLGA. 


IF  YOU  WISH  TO  PAY,  GO  TO  f36...rO  LEAVE,  GO  TO  131. ..OR  IF 
YOU  HfKvetJ'T  HELPED  UNA  YETANO  WflWT  TO,  CO  TO  2. 


Ifls  YOuaeacH  the  frrsids,  the  moaning rnd  K6BNtN& 
\from  bbhinothe  waterfall  is  louder  than  ever... 


IMOR&flWR.  STARTS  TO  PASS  VOU  THE 
ISiLVER  SEGMEWT,  SUT  THEN  IT 
VANISHES  BEFORE  YOUR  EYES  ! 

you  REALISE  THERE  ARE  INVISIRLE  FORCES 
AT  WORK  THftT  DON'T  WANT  YOU  TO  HAVE  ft 
SILVER  RING.  EITHER  THf\T  OR  MORGAWR'S 
TRIED  TO  CHEAT  YOU  '.  YOU  REFUSE  TO  PAY 
HIM  ANYTHINCt.  OOTOZ't. 


f 


Suddenly  you  realise  — with  a 
flash  of  inspiration  —  the 
correct  answer... "that  would  be  a 
fate  worse  than  death".  the  apple 
crumbles  to  dust  in  your  hand, 
deduct  it  from  your  scroll  and 

OOTO  111. 


72-79 


I  you  LOOK  AROUNO  POR  THE 
ICODDESS,  BUTSHB'S  VRNISHED. 


The  forest  is  changino  now, 
from  spring  into  highsumfaer.. 

ALL  RROUNO  you  OftKS  flfiE  /W  BLOSSOM, 
flWO  THE  &ROUND  ISCOVBRSO  IN  KNEE- 
HIGH  FERNS. 


IT5flVS..."C0WE  NO   \  1  /^-^ 
FURTHER,  lARN  — OR.  X^'' 
I'LL  HRNG  YOU  UP  BV  THE...'y^ 


O TRICKY... 1  RECKON  THE  RING  IS 
MOST  LIKELY  TO  BE  ATRRP,SO 
I  SHOULD  TAKE  THE  OTHER  ROUTE 
.    AND  l&NORE  THE  WflRlMING, 


WH/LE  YOU'RE  MAKING  \ 
I  UP  yOURMIND...\ 


WlLLYOU...WftlT  MD  SEE  WHAT 
STRAWe-ERS  WANT  ?  (GO  TO  if-Z); 
IGNORE  THEM  AND  TAKE  THE  LEFT 
ROUTE  ?  (&0  TOZ5);  OR  TAKE  THE 
RIGHT  PfiTH  THROUGH  THE  STONE 
RIfJG  ?(GOTO  10S). 


IYOU  try  TO  DIVE  INTO  THE 

 I  WOOD,  eUTCANT  FfWO  AN 

I-  OPENING  IN  THE  UNDERGROWTH. 


80-86 


■BIByOU  THROW  THE 
■ilMAPPLE  INTO  ITS 
GftPINO  Jf\WS...COeDUCT 
IT  ON  YOUR  SflTTLE 
SCROLL).^  


WITHOUT  ITS  FHNOS,  IT  IS  AT  VOUR 

 MERCY,  you  ATTACK  IT:  SLACK 

SHUCK  THE  DEMON  OOG...  WARP 
RRTIN&  •■  S.  1  


WHEN  you  KILL  IT,  60  TO  t2. 


YOU  D6SCRIBE  VOURS6LF  WELlN 
WARPED  ONE.  I  WILL  OO  RLL  1  CRN 
TO  flIO  VOU  IN  VOUR  QUEST.. .SO  LISTEN 
CflftEFULLV. 


WHEN  VOU  ^AeeT  THE  GODDESS 
OF  WINTER,  ANSWER.  WHAT  15 
TRULY  IN  YOUR  HEART.. -NOT  WHftT 
YOU  THINK  SHE  WANTS  TO  HEAR. 


UKKO  pays  THE  STRAMGERS  TWO 
MAGIC  HPPLES  (GOLD  ORS/LVeft) 
OR  TEN  &OLO  COINS.  (  OeOUCT  FROM 
YOUR  BATTLE  SCftOLLJ.  WHILE  THEY 
DEAL  WITH  TWO  ZOMBIES,  YOU  FIGHT 
THE  OTHER . . .  |  


W^M  Tne  WATER.  BURNS  YOUR  HfXNDS  AND  YOU 

REALISE  WHY...  THE  WATERFALL  fS  ACID  ! 
FORTUNATELY  IT'S  DILUT60  SY  THe  R/V6R  OF 
BLOOO  AND  YOU  SUFFER  NO  REAL  HARM. 

Then,  as  vou  rpproach  the  other  s/de  ,  a 

GHASTLY  FIGURE  EMER&ES  THROUGH  THE 
MIST...&0  TO  61. 


87-92 




THB  CHARIOT  GflJWS  ON  yOu\.  ^L^^^4^ 

wHflrflRE  you  &OIN&TO  do  ? 

WR/re  IT  DOWN  (  E.G.  "RUN 
LIKS  HELL  "..."SURRENDER";, 

rwEN  GO  ro  65.  f^=^^^%^N, 


93-98 


OFF  TO  PRETTY  YOURSELF 
UP  FOP.  US,  EH,  rAV  LOVE  ? 
3GRUNT;? 


SHE  CftN  PULL 
MY  PINTS  RNY 
DAY.  HURR  !  HURR.' r 


KCSWE  CAN  LET  VOU  HRVE  fl  OF  THE  WVfl&IC  ^ 

■■■RINO  YOU'RE  LOOKIN&  FOF%...ANO  AT  A  VERY 
REASONABLEPRlCe. 


If  VOU  WANT  TO  BUY  ft  S  ILVEk  Se&MenT,  C0T0  70... 

IF  fl  GOLD  Se&MeUT,  CO  TO  ICQ.  OTHERWiSe.  CO  T0  2lt-.\ 


99-103 


EXHAUSTED.' 
DRfilNED  OF 
ENER&Y ! 1 
NEED  A  CON- 
STANT SUPPLV 
OP  VOUNG  MEN... 
THE  STRONGEST 
|\    AND  BRAVEST 
B\     OP  THEIR 

TRIBE  NATURALLV 
THERE'S  NO 
POINT  IN 

pi&HT  IN&  we 

YOU  WOULDN'T 
LAST  TWO 
SECONDS  — 
SO 


IP  you  oec/OED  TO  run,  climb  a  tree  ,  OR  \ 

nrTflCK  IT,  GO  TO  33. 

tF  you  DEC fOEO  TO  CHUCK  (T  OWE  OF  VOUd  Mfl&fC 
APPLE  S  —  GOL  D  OR  SIL  VER  —  GO  TO  SO. 

IF  you  HAD  SOMETHING  ELSE  INMIhJD,  GO  TO  33. 


104- 


110-116 


ISHE  SfAILES  AT  YOUft  ANSWER  AND  GIVES  YOU  TWO  PISCBS 
I  OF  THE  GOLD  RING.  NOTE  THEM  ON  YOUR  SCROLL  AND  GO  TO 

l/35. 


RfSTHE  R/NG  Of  OANU  CURE5  YOU  AND  UKKO 
WmMoF  THE  SBRPEhlT'S  fl/TE,  AND  YOU  RETURN 
TO  THE  LflWO  OP  THE  LfVJWG.  AS  YOU  DEPftRT,  THE  |»y 
GODD65SOP  SPRfWG  CALLS  LONGINGLY  AFTER  ' 
YOU 


117-123 


WnmBeFORB  you  cRNsrmKE.THe 

■MM  KfMG  WITH  THE  JPEflR  HURLS 
HIS  STRflN&e  WEAPON. 


■TTI  It  is  fl  TYPE  OF  one  aoLGfl  - 
WmMB  cetric  "bellows- sperr- 

WHICH  ENTERS  THB  BODY  WITH  fl 
SINGLE  WOUND. 


But 

SPRINGS 
OPEN  INSIDE  YOU 
WITH  THIRTY 
SPIKBS... 


THe  BATTLE  IS  OVER.  UKKO  PfCKS 

 UP  THE  SPEftfi...tT  ISfl^ae 

BOL&R  —  n  CELTIC  "&ELLOWS"SPEftR 
THAT  ENTERS  THE  BODV  WITH  fl  SIN&LE 
WOUND... J 


YOUR  QUEST 
IS  OVER. 


\... BUT  SPRINGS  OPEN 
I  WITH  THIRTY  8flR6S. 


HEY!  WE 
COULD  USE 
IT  TO  KEEP  THE 
RflIN  OFF  ! 


MRKE  fl  NOTE  Of  IT  ON 
YOUR  BATTLE  SCROLL. 


?>1 


WHRT  A 

STUPID  loen ; 
IT'S  f\  weflpow,/ 

YOU  DUMB 
DWRRF  / 


IP  YOU  WOULD 
LIKE  fl  DRINK 
WfTW  MOR&RWR 
flWO  SflSfl, 
GO  TO  W6. 
IF  YOU  WOULD 
RRTHBR CARRY 
STRAIGHT  ON, 
GO  TO  132. 


124-130 


!  WwMTHB  R/N&  CLOSES 
(  mmMf{ROUND)fOU,HOLDIN6 

I  youiNRvicB-uKe6RiP. 
I  You  Mf\y  nave  susPBCTED 

j  UKKO  OF  BEING  ELFRIC  IN 
I   DISOUISE;  IF  so,  YOUR 
'   SUSPICIONS  ARE  CONFIRMED. 
yOUfi  DWARF  TRANSFORMS 
HIMSELF  INTO  THE  PRIHC6 
I  OFOEMONS. 

HB  SNEERS  DOWN  f\T  you... 
"/OeLfSeftATELY  LST  YOU 

SEE  THROU&H  MY  DIS&UISE, 
SO  YOU'D  PICK  TUB  OPPOSITE 
ROUTE  !  NOW. ..YOU  ARE  f\T 
MY  MERCY..." 

I  The  TORTURE  elfric  plans 

FOR  YOU  IS  TOO  CHfXST LY  TO 
WRITS  DOWN.  ALL  YOU  CRN 
PRflV  FOR  IS... 

THB  ENO. 


OH, THANK  VOU  FOR  SAVIW&  ME, 
SIR.  ALL  I  CRN  &IVE  YOU  IS  THIS 
SE&^AENTOF  A&OLO  RING  !  FOUND 
WHEN  1  WAS  SWEEPlNt  UP... 


IF  YOU  WflWr  IT,  NOTE 
IT  DOWN  ON  YOUR 
BfiTTLB  SCROLL. 


Will  you  now.. .talk  tooumpas  ? 
(go  to  93).  or  leave  ?(&oto  131). 


IUKKO  passes  you  THE 
IWDEOUS  WEAPOW... 


YOU  OVERLOOKED  ONE  \ 
DIFFERENCE  BETWEEN  \ 

US, DEMON.../ Hflve rwe  J 

GflE  BOLGfl  .'  J/ 


NO  ;  NO  i  NOT 

THE  &AE  BOL&R 


The  apple  crumbles  to 
dust  in  your.  hand, 
deduct  it  from  your 

&/iTTLS  SCROLL  PNO 
&0T0  139. 


131-137 


Unless  you  COMPLETE  youR 
Quesr  succBSSFULcy,  you  will 
weveR  RerudN  tothe  lrnd  of  the 

LIVIN&. 


\YOU  FOLLOW  THE 
(FLOW  OF  BLOOO 
I  UNTIL  you  REACH  LOCH 
8EL  DRflGfi  IN...DRa&ON  \ 
MOUTH  LflKe... 


X 


■-'(IS 


NOW,  OeftRie, THIS  ISTHE  ^ 
I^AO^AENT  YOU'VE  REEN  WAITING 
jFORf  WHEN  YOU  WILL  DISCOVER 
YOUR  FATe...HHH;  HEH  .'  HEH  .' 


From  Bemsio  the 

WflTERFflLL  YOU  HEAR 
fl  OfieflDFUL  WAIUN&.. 
flWO  YOU  KNOW  THERE 
LIES  yOUR  FINAL 
DESTINATION... 


WW 


r 


•I  •" 


1^ 


IF  you  HAVE  Z  OR  MORE  PIECES  OF  THE 
&OLD  RINCr,  SO  TO  ISO  (BVeN  IF  YOU 
ALSO  HAVE  PIECES  OF  THE  SILVER 
\fi,ING).  IF  YOU  HAVE  t  &0L0  AND  1 
\SILVER  PIECE  OF  f\  RING,  CO  TO  ISO. 
OTHERWIS  Ei&OTOnS. 


•mi 


\GUMPf\S  REVERLS  THRT  BY 
\oPERaTINO,  fl  ROOKINGr STONE 
CLOSE.  BY,  you  WILLS\^ITCH  OFF 

thencid  waterfall  longenou&h 
to  enter  the  cave  beyono. 

Deduct  the  payment  (five  &old 

COINS. ..OR  ONE  Mfl&IC  APPLE. ..OR 
THE  &AE  BOL&A)  FROM.  YOUR  SCROLL. 

WiLLYOU  NOW  LEAVE  ?  0>O  TO  131. ..OR, 
IF  YOU  HAVEN'T  HELPED  UNA  VET  ANO 
WANT  TO,  CO  TO  Z. 


^ —  10- 


To  REACH  IT,  WILL  YOU. ..USE  THE  BOAT  ? 
\(&0  TO  t03}l  BUY  THE  STILTS  OFF  THE 
PEASANT  ATA  COST  OF  ONE  MAGrIC  APPLE 
OR  FIVE  GOLD  COINS  •?  i&O  TO  tt3):  OR 
I  IVAOe  — OR  SWIM  — ACROSS  ?  C&O  TO  8€t). 


IVOU'RE  ABOUT  TO  PUT 
IYOUR  PLfl^f  INTO  ACTION 
AS  THE  WAR  HORSE  THUNOeRS 
TOWARDS  YOU... 

<90  TO  72. 


138-142 


YOUfi  PLAN  WOfiKS 
AND  you  ENTERTHe 

cflVE  seyoND.  go  to  Jt-o. 


VOUR  PLflW  WORKS. 
THE  WflTERFflLL 
STOPS  BRieFLY— O/ViNG- 
YOU  riME  TO  ENTER  THE 
CflVE  BEYONO.  SO  TO  fi>-0. 


liNS/DE,  fl  HlOeOUS  Hn&  (S  LflMENT/WG  flS 
ISHE  WASHES  YOUR  SLOOD-SOflKED  CLOTHES. 


you  REflLfSe  /T'S  THE 
I  GOOOeSSOF  WINTER.. 


mr-x 


GLflOTOSEE 
SOMEONE  ELSE 
DOING  SLRINE'S 
WASHING  FOR  fl 
CHftNGE! 


I'^A  RE  ADV.. 
WHAT'S  TV 
LAST  QUESTION  ? 


YOU  SHOULD 
SEE  S0(V\6OF  THE 
STAINS  I'VE  HAD 
TO  GET  OUT  OF 
HISTROUSERS  — 
BUO0D...SLIMe... 
ENTRAILS... 


r 


WHEN  THESE 
BARBARIANS  GO 
WAOINCj  THROUGH 
RIVERS  OF  BLOOO, 
THEY  DON'T  CAfte 
THAT  SOMEONE  HAS 
TO  WASH  THEIR 
LOINCLOTH  AFTER- 
WARDS! NO,  THEY 
DON'T  THINK 
ABOUT  THAT  J 


WILL  YOU  STAY 
IN  THIS  CAVE 
WITH  IV\E  AND  WORSHIP 
NAE  FOR  EVER  ? 


./■ri'- 


0. 


L 


r  DEARIE, 


RLL  RIGHT 
HERE  IT  CON 
IT'S  A  REAL 
HEH; HEHi^CRCKLE 


AND 

:eyj 


Will  you  flwsiveR..? 

"(SOW  THB  KNEE  TO  WO  owe,  ESPECIALLY  NOT  A  WOMAN" 
(GOTOMOX 

"THAT  WOULD  BE  fl  FATE  WORSE  THAN  DEATH"  (GOTO /fi;. 
"YOU  ARE  MY  GODDESS,  /  MUST  08EY  YOU  IN  ALL  THINGS" 
iCrOTOUZ). 

IF  you  HAVE  AN  APPLE  AND  THINK  IT  COULD  INSPlUB 
you,  CO  TO  71. 


143-149 


! 


flHH.' DON'T 
TftKe  IT  SO  HRRD, 
SWINE...  RFTER 
ALL ,  YOU  HAVE 
BECOME  KING.. 
KIN&  OP  THE 

oTHenwoRLO' 

AND  YOU'LL 
STftYWITHME 
FOREVER. 


You  SLOW  OW  THE  PI&  TRUMPET.  TOO  LflTC  YOU 

REflt-fse  THIS  was  noth  good  foefl.  your  face 

SPROUTS  BRISTLBS  AND  DISTORTS  INTO  THE  GROTESque 
FEATURES  OF  fl  PI&.  yOU  HRVe  BECOME  THE  Pt&  GOD. 

You  AND  UKKOME  WHISKED  INSIDE  THE  CRVERN  WHERE 
you  MEET  THE  EflRTH  GODDESS.  &0  TO  153. 


